a SS 





——= ~JTHEROAD 
GETTYSBURG 


A COMPUTER SIMULATION GAME OF THE GETTYSBURG CAMPAIGN 





CO eee 3 fe oe a PeFiotg ee 


























SOR Bg a 
. P , 

































































EXPERIENCE THE ACTU FEE! COMMAND 
AS YOU DIRECT THE GETT YSBU RG C SMP AIGN. 


The Battle of Gettysburg, like all 
great conflicts of history, has been the 
subject of intense scrutiny among 
historians and strategists alike. The 
alleged blunders and weaknesses or 
successes and strengths of Confederate 
General Robert E. Lee and Union 
General George Meade give rise to 
much “what-if” speculations. However, 
all this second-guessing has been left 
largely unresolved mostly because no 
simulation to date has been accurate, 
realistic, and practical enough to re- 
create the complex circumstances of 
that awesome Civil War epic. 


INTRICATE RULES 

Intricate rules reflect historical 
factors accurately. The effects of night 
terrain, fatigue, corps morale and 
leadership must all be we ighed carefully 
You must know the limitations of 
your men so you don't push them into 
exhaustion — and defeat Se 

Straggling is also taken into account 
Union troops are more likely to suffer 
straggling losses than Confederates. 


BOARD-ASSISTED 
COMPUTER DISPLAY 

Hi-Res graphics display an 18-by- 21 
hex-grid battlefield, of which a 6- by-13 
portion can be seen on the screen at 
any one time. The enemy and your 
own troops are displayed according to 
the dispatches you have received; what 


Now, SSI — by combining its 
sophistication in computer program- 
ming with superior game design — 

presents a remarkable solution to 
that problem: THE ROAD TO 
GETTYSBURG 


In this advanced-level strategy 
simulation, you replace either 








General Lee or Meade to take g LORS TINE=506 HRS. you see may not be the true picture. = 
command of their respective forces, To help you keep track of the oe re 
ue SUE: Army of Northern HAS B EN s cure aT HAP change of ae amour time pieay —— 
irginia or the Union Army of the 12, a 'S ESTINATED give you a better overall picture, the 


game includes two full-color map- 


Potomac. All the usual and necessary 
boards and 4” counters. 


historical details of a wargame are 
included with care and attention. 
: GETTYSBURG: 
But what sets this game apart from THE CAMPAIGN AND 
all the rest are its many exclusive THE BATTLE 
features, all made possible by innova- THE ROAD TO GETTYSBURG 
tive usage of the Apple® computer. starts on June 28, 1863 and ends on 
July 4, 1863 which re-creates the 
UNIQUE DISPATCH iftire campaign. Depending on your 
: SYSTEM strategies, Gettysburg may not be 
Like your historical counterparts, iavolucdeAtall 
your only means of communication For those who want to dispense 
with your army is the slow and often with long-range planning, a battle 
frustrating dispatch system. scenario that starts on July 1 and ends 
All commands to your troops are on July 3, 1863 is included so you can 
sent and information about them re- re-fight the Battle of Gettysburg. 
ceived via messenger, which accounts This game even provides a solitaire 
for delays in ordering corps far from scenario so you can play against a 
your headquarters. Knowledge of troop tough computer opponent anytime. 
positions and estimates of enemy 
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COMMANDER TINE:S2G HRS. 
»3 CORPS 


WORN ON: 





strength are only as reliable as the CORPS EFF FAT INF CAV GUNS DES URG % MADE FOR THE 

reports from your reconnaissance j I §-3 6 4 8 3 1 . DEDICATED GAMER 
patrols, whose accuracy may be suspect. § 85 2 1 6 3 180 This game that $6 fully’eapeates the 

4 : actual feel of command during the 
THE COMPUTER AS 2 é- § 3 3 16 $ 2 te Civil War is dedicated to you, the avid 
CORPS COMMANDERS f 2: 8 8 4 Me 4 2 760 strategist. You will truly appreciate all 
The computer plays the individual 3 3 6 é 32 8 3 168 thesfirie tohehes’ welverputinba thls 

corps/division commanders who 111 8 6 5 160 parde-€Or Oke sth eenieen tealianel 

receive and implement your orders. 0500 DAY 5 HEATHER: CLEAR challenging and playable simulation of 


Their leadership ratings, such as deci- the Gettysburg Campaign ever made. 
siveness and agegresiveness, have been If you've ever felt you could have 
preprogrammed based on historical done a better job than either the 
data. It is this varying leadership that HAT ARE YOUR ORDERS, SIR7H legendery Lee or Meade, this is your 

may follow your orders to the letter or chance to prove it! 
with hesitation. There is also the 


chance of misinterpretation or even 





Apple is a registered trademark of Apple Computer Inc 
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ORDERS SUMMARY CHART 












Menu B (Orders to Corps) 





Look at Map 
SR = Status Report 



























SU = sot urgency (combat immediate) 

SM = set march mode immediate, but may 
only be given to corps 11 (HQ) 

CM = set contact mode (combat immediate) 

KT = retreat to hex (immediate) 

AT = attack hex immediate) 


= Designate Commander 
2 = Save Game 
= End Turn 
2C = Order Corps 
IF = Order Force 
ILD = Look at Dispatches 






RE = reinforce hex (immediate) 
XU = exit unit (immediate; confederate only) 
MV = move 









. =e ge PT’ = patrol (units with cavalry only} 
Menu C (Orders to Force) CD = change deployment mode 
CS = corps status (immediate) 


EX = exit menu B (immediate) 








SU = set urgency (combat immediate) 

ICM = set contact mode (combat immediate) 
MV = move 

PT. = patrol (units with cavalry only) 

CD = change deployment 

EX = exit menu c {immediate} 


OC = order new corps (equivalent to giving 
an EX order followed by an OC order) 





COMMANDS USED DURING MOVEMENT 


1-6 = moyes the cursor in the direction shown below 









— ll 


0= allows the player to restart or abort a MV or LC order 
TF MAILEL Any other key will end the tracing of movement 
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ORDERS SUMMARY CHART 









































ERE i wl 
ae 
= i, 5 SOULE. enu A (Strategic Orders) Menu B (Orders to Corps) 
- oe BA SILOM 
¢ we abo * ov) cassette = Look at Map 
Yor 8 TES BO" A = Status Report SU = set urgency (combat immediate) 
SM = set march mode (immediate, but may 





Designate Commander 





only be given to corps 11 (HG) } 
CM set contact mode (combat immediate! 
RT = retreat to hex (immediate’ 

AY attack hex (immediate) 

RE = reinforce hex (immediate) 

XU = exit unit (immediate; confederate only) 
MV move 
PT = patrol (units with cavalry only) 

CD = change deployment mode 

CS = corps status (immediate 

EX = exil menu B (immediate) 

OC = order new corps (equivalent to giving 
an EX order followed by an OC order’ 


We've aso mace an Auati® 
version of our great fantasy, 
Wargame, THE SHATTERED: 


G = Save Game 
T = End Turn 

IC = Order Corps 

oF = Order Force 

.D = Look at Dispatches 







































Menu C (Orders to Force) 


ISU = set urgency (combat immediate 

M = set contact mode (combat immediate’ 
MV = move 

PT = patrol (units with cavalry only 

cD = change deployment 

EX = exit menu c (immediate’ 



















COMMANDS USED DURING MOVEMENT 


1-6 = moves the cursor in the direction shown below 


\ 
E 6 1 
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j NO POSTAGE 0 = allows the player to restart or abort a MV or LC order - 
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SY GETTYSBURG © NOW AVAILABLE DIRECT FROM SS 


© 1982 by Strategic Simulations Inc All rights reserved i 
COMPUTER QUART! ERBACK.™ Now you can draft a team to your specifications 
whether you play a two-player game OF against the computer. And with our NFL Teams Data Disk 

(see below), you can use actual pro teams! We've also added sound effects such as whistles and % 
sirens (after a touchdown); cleaner, sharper graphics; an improved base model of NEL football 


— all for unequalled realism and excitement! ees 
cme 


i 

| ot COMPUTER AMBUSH.” New assembly language programming makes the fighting 

ae even more realistic by letting you execute orders 25 times faster than the first edition. You can 
also create your own soldiers, assigning combat skills and distributing weapons among them 
as you like. You can even felmimuiccieons from one Selfish ce) another as play progresses. 


Ypdates oF) 

COMPUTER AIR COMB., T.” Using our propr etary RDOS, this game now plays 
slightly faster. It also lets you Use tYuala@ Warplanes Dataja]SaiR=5 below). 

fey J1;7- Wale) Pele ade. Faster chainigfe speeds up play by 20 to 30 minutes. 
CARTELS & CUTTHROATS.  Adaine kU OS’ efficiency allows for slightly faster play. 


New Data Disks 


Computer Quarterback NFL TEAMS. This contains player statistics for all 1980 
and several historical NFL teams. (For second edition of Computer Quarterback only.) 


Computer Baseball 1980 TEAMS. Update your major league matchups with stats 
for all 1980 AL and NL teams. . 


Computer Air Combat PLANES. Over 50 planes from World War Il and the Korean 
War can now be added to your personal air force. Available December 1981. (For Yao) are Kare litie)ane)s 


Computer Air Combat only.) i 





(See back for Order Form.) 
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ORDER FORM« end to: stratecic simULATIONS INC 


465 Fairchild Drive, Suite 108, Mountain View, CA 94043-9990 Phone: (415) 964-1353 


Yourname & address 























VISA #/ OMASTERCARD # Exp. date 































DISCS/PRICE QUANTITY 








NEW EDITIONS 
COMPUTER QUARTERBACK $15 plus your old disk 























COMPUTER AMBUSH $20 plus your old disk 
UPDATES 
COMPUTER AIR COMBAT $15 plus your old disk 


























OPERATION APOCALYPSE $15 plus your old disk 














CARTELS & CUTTHROATS $15 plus your old disk 
DATA DISKS 
Computer Quarterback NFL TEAMS $15 


























Computer Baseball 1980 TEAMS $15 























Computer Air Combat PLANES $15 











Sub-Total 
If you just want to order the data 6% sales tax, 6.5% for BART counties 
disks, VISA and MASTERCARD (California residents only) 
holders can order through our 
toll-free number: TOTAL 
800-227-1617, ext. 335. Please pay this amount 


800-772-3545, x335 in California. by check. We pay freight 





We made our name in the 


STRATEG! Cc a speaker ot oe 
SIMULATIONS @2° 23°25 


Which made for some very 

| EY happy Apple® owners — but 
some very frustrated TRS-80®° 

and Atari® owners. 


UNLEASHES. wei weve cone something 
about this unfortunate 


situation. 


od Two of our latest games — 
| Fa PROVE TIGERS IN THE SNOW™ and 
:, THE BATTLE OF SHILOH™— 


are also available on cassette 


SECOND ~ ee 


We've also made an Atari® 


E D | A Io NS, version of our great fantasy 
wargame, THE SHATTERED 
ALLIANCE” 


cael UPDAT ES, And for you Apple owners, 
Sea 7 we've introduced enough 
; A D new games, second editions, 


naan 
improved updates, and data 
disks for some of our other 


DAT A Dp iSKS popular games to make sure 


you don’t feel neglected. 


: snotvintareommenn = ; JUST FOR you nen Happy gaming] 


=F E STRATEGIC SIMULATIONS INC ; 
4 465 Fairchild Drive, Suite 108 BULK RATE 
' Mountain View, CA 94043 


: gets he Los Altos, CA: | 
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THE 
COMPLETE 
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This Is a catalog of all 
Our computer strategy 
simulations (as of 
Nov. 1981) — each 
of which has been 
developed using 
State-of-the-art 
Programming for 
unequalled sophisti- 
cation, realism, and 


— =e oO F playability. 
Aside from two- 
NE player (or multiple- 
- PUTER player) scenarios, 
a COM every game allows for 
gt solitaire play where 
a the computer 
GAMES assumes the role of 
an ever-ready, ever- 
competent adversary. 
F R OM Our games are 
designed - with great 
thought and care - to 

STRATEGIC "seo cc: 

entertain, and even 

educate. They will not 

SIMULATIONS 302 

14-day money-back 

guarantee is your 

assurance of complete 

| Ie satisfaction. 

465 Fairchild Drive 

Unless otherwise 

Suite 108 specified, all games 

Mountain View 2re 0n 5%” discs for 

48K Apple II with 

California 94043 ere cord 

(415) 964-1353 or Apple I! Plus, 

I 





































































{ ee 
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< ie ial — _— - = 
= a 
ears 
TI WPT Seat 
Y ENERAL SIMULATIONS === 
STRATEG WARGAMES GENE nestiancia 
Run your own 
Germans Vs. je Re-enact RTELS 
Bias Americans in COMPUTER eae World War I Pere oats ee 
ond Alcan man-to-man CONFLICT modem Bole Michiels the economic 
SS eayad combat dunng EBEL Foncr | Warfare: with 36 le of B 
yee World War I ad Aue different Jungle of Big 
} Atlantic of the Available Sind planes from Los ts 
epic German Dec. 198) Bont ccc four nations. For up to six 
battleship. : ¥ players 
$59.95 $59.95 $39.95 JER $39.95 
i Exotic 
A tactical f ‘ An exciting Interstellar t 
game with | TOR PEDO simulation of battles with paca 
four scenarios " - a World War Il starships from eon 
re-creating q E anti-submanne five Galactic a ee me 
battles on the warfare, Empires. Gee es, 
Westem Front $59.95 $39.95 Historical 
Sa Ancient armies 
$59.95 included, 
res SPORTS SIMULATIONS 
lar 
t The great tAn Ee =a eat oy Tre eresas ia ay 
Civil War coeea : mSUUTHE ae SEE 4 Simulation of 
Dantes ita | Suez Canal in Leipzig and SHY a 
Tennessee Hitler's last, ene Wateog: NFL football. 
eee see Available Available Game paddles 
Sens Nov, 1981. Nov. 1981. required. 
$39.95 Battle of the , 





Bulgel 
$39.95 


TAsso available on cassette for 16K TRS-B0* Level |, Models | & iil, $24.95 each 





Abo available 


$39.95 


$39.95 


LA ES 





‘on 5i4~ disc for 48K Atari® home computer $39.95, 
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| STRATEGIC Sion vyosora FOR THE ; Ee T PLE. 
ing werd by ue “80 OR THE APPLE... Pdates &. 
Some, of the Desaere Se pant ee Ant] ae Pitre (on disc for 48K Apple I with Applesoft ROM card or Apple II Pius) 4 es ew d t ons 
7 = . SIMULA IONS Strategy simulations for the This is the historically faithful recreation of the great Civil Wa fi These games now use our ca 
= = T Apple®ll computer. conflict of April 6-7, 1862 — the Battle of Shiloh, Ir | Outstanding color Hi-Res graphics reproduces the seing fore com Proprietary RDOS, allowing faster chaining and faster play. 
K Every brigade of both Union and Secession armi battalion-level game which recounts the Israeli counterattack to OMPUTE: a 
Which made for some very the actual bate [including the Union gurbosts mse srt dung the Suez Canal duning the October War of 1973 against Eqypt the svategy R QUARTERBACK ! The Second Edition. this ‘eai- 
happy Apple® owners — but Landing) Is accurately rated for movement, combat strength iesburg The huge hex-grid map of the Sinai can be viewed on one screen Deen from good 1 Drea eu UP 10 36 offenses and 24 defenses has just 
some very frustrated morale. and leadership. The battlefield map is presented i hee rid or on twelve tactical screens with scrolling. More than ten unit Computer, you can ee 4 ‘a oe Now, whether you play a two-player game or against the 
U RY L and Atari® owners. form with terrain that consists of hills, fields, forests, rivers, bridges types, including Egyptian SAM missile sites, are displayed: For Dik lavalabie separa Ry ya pick ey oan aos And with our NFL Teams Data 
Well, we've done something and creeks. Antillery is provided; a step-feduction System is used to historical realism, Egyptian and Israeli forces differ in efficiency levels Sound effects such ae id een ie lal pro teams! 
about this unfortunate calculate combat results. and strength points. A unique “delayed move" feature allows for Game a real flair Sharper graphics ae (after a touchdown) have been added to give the 
- ion. Innovations include the ability to fine-tune combat strengths for ambushes with infantry and antillery. The Israelis can send air strikes FNL football makes this pets provi aa —e. and clearer look. An improved base model 
rr! E $ situati €ach side, which allows for balanced play between players of while Egypt can call in its air force to negate this threat. In fact @ more realistic simulation = pratt sy eat ahd excitement 
4 a T f k different abilities. You can also select fear degrees of risk and four The Israeli goal is to bridge and cross the Suez and establish a Game paddies fequired. $39.95. 15 raisons ly require shoulder pads, 
) wo of our latest games — levels of an attack/defense's ferocity. All of which gives each side bridgehead. Eqypt can effectively prevent this by destroying the aa? i ae 
| MM PROVE TIGERS IN THE SNOW” and sixteen different possible strategies! ce massive, tank-camed Israeli bridging system. COMPUTER AMBUSH.” The fist con 
THE BATTLE OF SHILOH"— The computer can play either or both sides during solitaire. ‘s\_________In solitaire, the computer commands Eayptian forces. Vilage during World War Il with ten Gewnan soldi un ealaeas beste Be eUtiete 
are also available on cassette $39.95 ‘Americans GI's : 
[fs for the TRS-80°. On December 16, 1944, Hitler launched a desperat , Each soldier came rated for 
$ CON D offensive against the thin Allied lines in the a eee This Is a hardcore strategist’s dream-come-true; a dedicated Marksmanship. They were et ape sc asl ae ee lnk Gt ede 
fe Ardennes gamer can truly appreciate the amazing detail and design efforts bayonets, with grenades, rifles, automatic weapons, plastic explosives, 
ED | | oO We eee bls: pres pine ei leat we've put into this Napoleonic austin % Ps eed garottes. The fighting was so real, the stress of actual battle command so 
lo, t se intense, you cou! fl ” 
| NS y teen of ee! fantasy in this hiswoncal sindanen ot meen hh ae ctEb2 and Waterloo ate the two batties featured. Like Napoleon. Sweat and Death ce wag °° YOU" Palms sweat: Which was why we subtitled it "the pos 
irgame, HATTERED As the German commander, you must take your infantry and | zenberg, or Wellington, all your commands are sent to your The Second version of COMPUTER AMBUSH not only makes the fighting even tT oe 
UP DATES ALLIANCE; armor (such as the dreaded “Tiger” tanks) and storm through the ites pha es ps ah ned but its new assembly language lets you execute Orders 25 times faster than the fst. You cant 
Allied forces to reach the other side of the Mi R Of troop positions and estimates of enemy strength are only as also ; 
Po ; r @ Meuse River You must = Create your own soldiers. assigning skills and distributing weapons among them as you —— 
And for you Apple owners, carefully regulate the expenditure of your precious fuel and supply. Boos yout feconinaissance patrols lke. You can even transfer fr 
ipply. The computer plays the individual c an insfer weapons from one soldier to the Next as play progresses. 
we've introduced enough As the Allied leader, you have to hold out against the blitzi PI ys DIRS COM MaDe a Wns Before you start this game, we certainly hope you’ 
—<—<$—$—$— __. AN D new games, second editions, Germans until reinforcements arrive. Using aiferent attack/detense Sa eta rane Ses PaseS LU tora of your ia $59.95, ood yen ssf you're prepared for the most vicious fighting 
improved updates, and data Le ove 3 eP Hy pee you must keep the enemy from taking towns and reaching letter, with Besttation: ek a ep ara ee ay COMPUTE 
DAT A D ISKS disks for some of our other a <i eee 4 The capes EL el iG an Only by moving your headquarter unit (ie. youre! peceke toa R AIR COMBAT.” This vesion plays siantl faster than the ald one — 
popular games to make sure aL COMIDOL Ean Sikera Ba system. In solitaire, the battle as possible can you take direct charge of the course of events. and Jets you use the new warplane data disk. $15 (send to SS! with your old disk). 
s2495 play sides. Night rain, and varying terrain (displayed in Hi-R 
3 in Hi-Res graj ~ 
JUST Fi you don't feel neglected. $59.95 affect troop movement. intricate rules roi aes wiih ee pe ay OPERATION APOCALYPSE.” the faster chaining in this update speeds up this 
ong Happy gaming! FOR TH E AT, fp r * [2ugue. corps movale, and leadership provide a mere glimpse of the game's striking realism andl Bees outa 272,00 fara Sith your old disk 
Bean | ER authenticity, You'll find this a thrilling, accurate reflection of the uncertainty, frust - ™ 
challenge of warfare during the Napoleonic era. A solitaire sc i uustration and CARTELS & CUTTHROATS.™ Again. the efficiency of RDOS allows for slightly 
= fon disc for 48K ATARI® computer) enanio is included for both battles faster play $15.00 (send to SS! with your old disk). 
Paw oe ete 1 THE SHATTERED ALLIANCE™ centers on the rich fantasy planet of Similar to 
Si i Osgonth and its ethereal trappings. With 14 armies of dwarves, TRS-80 version Smallitg = 
‘OMs, amazons, Centaurs, and humans (just to name a few) TRS-80 version, R Dp t. D Ix 
preassembled for you, you can conjure up 7 battle scenanos —even ea Seale but in color ew | al is $ 
a oo Peavey forces against Ancient armies such as HE-Res graphics. Extra disks to enhance three of our best games. = 
Color Hi-res graphics paints a beautiful, enchanted battlefield of ; com r Quarterback NFL TEAMS DATA DISK. this contains 
SenEESeeNEnEal knolls, mountains, forests, and open Plains. There are five classes of player statistics for all 1980 and several histoncal NFL teams. {This disk can anty be used with 
infantry and three of cavalry. Your fantasy soldiers have been rated ‘the second edition of Computer Quarterback™,) $15.00 (send to SSi) 
- for armor, speed, Strength, and morale, Their weapons can range a = 






from swords, javelins, and bows to rocks, clubs, and axes. And of 
course, there is magic to enhance a unit's speed, defense, attacking 
Power, or courage. 

Our proprietary RapidFire movement system makes this game 
slope fun, fast. and easy-to-play to let your imagination soar! 






Computer Baseball 1980 TEAMS DATA DISK. Update your major — 
fe appceenes stats (or all the 1980 AL and NL teams. $15.00 (send to SSI) 








a ee Air Combat PLANES DATA DISK. Over 50 planes trom 
Wand the Korean War to add to your personal air force. Available December cinema 
‘4981. (For second edition of Computer Air Combat™ only) $15.00 (send to SSI). 








TRS-80 6.3 registered trademark of the Tandy Comporation. 
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STRATEGIC SIMULATIONS INC/ CUSTOMER RESPONSE CARD 


1. What game is this card from? 


2. What computer was used to play this 
game? 


3. Please rate the following aspects of 
the game (9=excellent, 1=poor): 
98765 432 1 Playability 
98765432 1 Realism 


98765432 1 Excitement 
4. Was this game fun to play? 
O Yes O1No 
5. Please comment on this game; also, 
what games would you like to see in 
the future? 


_ How many other SSI games have 


you purchased? 


_ Please write your name and address 


below if you wish to be placed on our 
mailing list: 


_ Where did you learn about this game? 


0 magazine ads; OU retail store; 
0 direct mail; O friend; 
Ul other 


_ Where did you purchase this game? 


O computer store; [1 game store; 
OSSI direct; © other mail order; 


oO other: See 


_ Have you ever played a board war- 


game before? 1 Yes; 01 No 
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Starting Hex 
June 28 
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ORDERS SUMMARY CHART 






Menu B (Orders to Corps) 





enu A (Strategic Orders) 





























ILM = Look at Map 
SR = Status Report 

IDC = Designate Commander 
SG = Save Game 

ET = End Turn 

OC = Order Corps 

OF = Order Force 

ILD = Look at Dispatches 


SU = set urgency (combat immediate) 

SM = set march mode (immediate, but may 
only be given to corps 11 (HQ) ) 

CM = set contact mode (combat immediate) 

RT = retreat to hex (immediate) 

AT = attack hex (immediate) 

RE = reinforce hex (immediate) 

XU = exit unit (immediate; confederate only) 

MV = move 

PT = patrol (units with cavalry only) 

CD = change deployment mode 

CS =corps status (immediate) 

EX = exit menu B (immediate) 

OC = order new corps (equivalent to giving 
an EX order followed by an OC order) 






























enu C (Orders to Force) 






SU = set urgency (combat immediate) 

CM = set contact mode (combat immediate) 
MV = move 

PT = patrol (units with cavalry only) 

CD = change deployment 

EX = exit menu c (immediate) 









COMMANDS USED DURING MOVEMENT 


41-6 = moves the cursor in the direction shown below 





1 
6 2 
5 3 
4 ee at 
wrx 0 = allows the player to restart or abort a MV or LC order a 
ae Any other key will end the tracing of movement. ectemegees 


Sm 
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SCENARIO 


THE ROAD TO 
GETTYSBURG DATA CARD 


— I. CAMPAIGN GAME, i. THE BATTLE OF GETTYSBURG, 
JULY 1 — JULY 3, 1863 


JUNE 28 — JULY 4, 1863 
With the accidental meeting of Heth’s and Buford’s divisions outside 


: 7 In this scenario the Confederate army is trying to live off the land l 
ea <= while avoiding combat unless an opportunity for a major victory Gettysburg, battle is forced upon the Confederate army. Lee must 
strike quickly and win the battle on the first day, or face a united 


presents itself. e 
Union army larger than his own. 
A. Game Time A. Game Time 
The game begins on June 28 (day 1) with the 0500 turn and ends after This game begins on July 1 (day 4) with the 900 turn and ends after the 
the fatigue phase of the 2100 turn on July 4 (day 7). Rain is expected by fatigue phase of the 2100 turn on July 3 (day 6). There is a slight chance 
July 4, but it may occur a day or two earlier or it may never occur. of rain towards the end of the game. 
B. Special Rules 


1) In solitaire mode the computer will control the Union forces. 
2) Heth’s division and Buford’s division begin the game with 2 


fatigue points. 
3) The game begins with enemy lines drawn in Gettyburg based on 





B. Special Rules 
1) In solitaire mode the computer will control the Union forces. 
2) Confederate units in rest mode (or Confederate units which 


expend no movement points during the turn) which are not in an 


enemy occupied hex are considered to be foraging. Each hex may the following: 
only support a limited amount of foraging before being depleted. Buford entered Gettysburg from hex 12,9 and was the first unit in the 


Town hexes may be foraged five times (one unit for five turns, five square. Doubleday entered Gettysburg from hex 12,9. Heth and 
units for one turn, two units for two turns plus one unit for one turn, Pender entered Gettysburg from 11,8. 

etc.), road hexes three times, and clear hexes twice. However, as Thus Union lines are in directions 2,3,4, Confederate lines are in 
each hex is foraged, the victory points scored for that hex decreases. directions 1,5,6, and the Union army is considered to have the 
The first time a town hex is foraged the Confederate player will be ‘original entering units’ in hex 12,8. 

awarded five victory points, the second time four points, etc., until y oe 

one point is received on the fifth forage in the same town hex. The Cc. Victory Conditions 

first time a road hex is foraged the Confederate player will be The Confederate player receives victory points for the following: 

Action Performed 





awarded three victory points, the second time two points and the Points Received 
third time one point. The first time a clear hex is foraged the +300 Union 1th corps eliminated 
Confederate player will be awarded two victory points, the second + 150° Each Uni liminated 
time one point. No foraging will occur ina hex that has been depleted Rr corps ptr c Pe ? 
_ (i.e. foraged the maximum number of times allowed by the terrain of +100 Confederate units are considered to be the ‘original entering 
| the hex). units’ in hex 12,8 (Gettysburg) as of the end of the game (this 
sc = = 3) We suggest that the Confederate player place a blank counter in can pay a ES ppere are_ Confederate pits a 
| any hex foraged (one blank counter per forage). In this manner the Rae eee il = ay See ae Soebare ese be eee oy orig 
peer 4 Confederate player will know at a glance the extent of the foraging cares Sat PRU S Orel CORE Og UINeY 3 
Seed which has taken place in each hex. +50 Each Union corps demoralized at the end of the game i 
: | +1 Each 1%) of a Union corps destroyed at the end of the game f 7 
| (not including eliminated Union corps) | 
: | ° eye : | ease 
| Cc. Victory Conditions +1to+5 Points awarded for foraging as explained in section B above | 


+1 Each Confederate strength point over 300 exited toward } 


The Confederate player receives victory points for the following: 
Washington (i.e. 450 exited strength points would yield 150 


4 Points Received Action Performed : : 
=| +300 Union 11th corps eliminated Confederate victory points) 
aes | +150 Each Union corps eliminated —1 Each 1% of a Confederate corps destroyed at the end of the 
i +50 Each Union corps demoralized at the end of the game ra Saas a gee re usey Reese carps } 
i = ac i 
=| +10 Each 10% of a Union corps destroyed at the end of the game i my = os caer ema a ee SOE Se f 
} (not including eliminated Union corps) — 100 eae units are considered to be the ‘original entering units’ in 
7 4 F 7 z ex 12,8 (Get 
+1to+5 Points awarded for foraging as explained in section B above 150 Each:c f eae by fae Soot ne Eanle —__—— 
a ac i pass ; 
+1 Each Confederate strength point over 300 exited toward Bz 2 eae eget ocauneted } 
Washington (i.e. 450 exited strength points would yield 150 ny Or SEG ee corps eliminated = 
Confederate victory points) Victory is determinined by comparing the total Confederate victory 
points at the end of the game with the following schedule: 


—10 Each 10% of a Confederate corps destroyed at the end of the 
game (not including eliminated Confederate corps) 375 + Confederate Decisive Victory 
—50 Each Confederate corps demoralized at the end of the game 125 to 374 Confederate Substantive Victory 
— 150 Each Confederate corps eliminated 0 to 124 Confederate Marginal Victory 
— 50 to —1 Draw 


— 300 Confederate 11th corps eliminated 
— 175 to —51 Union Marginal Victory 






< a Victory is determinined by comparing the total Confederate victory — 425 to —176 Union Substantive Victory 
| points at the end of the game with the following schedule: —426or less Union Decisive Victory 
a 500 + Confederate Decisive Victory SPE 
a | 250 to 499 Confederate Substantive Victory F aa ae f 
; or the purposes of determining fatigue, forage and straggling, the computer will 
| 125 to 249 Confederate Marginal Victory check the march mode of the unit as of the end of the execution phase. Example: A 
- 75 to 124 Draw Confederate unit is in hex 5,8 with force orders to force march to hex 5,9 with 
Soto 2 74Uinian 5 5 contact mode initiative while a Union unit stands in hex 5,10. During the execution oa 
Marginal Victory phase the Confederate unit enters 5,9, enters normal march and deploys, then 1 
enters rest mode due to the initiative order (units with initiative contact mode will ie 3p 


— 301 or less Union Decisive Victo 
ry the next reconnaissance phase). Since the unit is in rest mode at the end of the 
execution phase it would recover one fatique point, regain 100 stragglers, and 


— 300 to —51 Union Substantive Victory 
always initially assume stand combat mode, changing the combat mode only after ' 
forage hex 5,9. | 
t 
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Menu B (Orders to Corps) 
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SM et march mode (immediate, but may 
only be given to corps 11 (HQ) ) 
ET = End Turn CM = set contact mode (combat immediate) 
'C = Order Corps RT retreat to hex (immediate) 
F = Order Force AT = attack hex (immediate) 
LD = Look at Dispatches RE = reinforce hex (immediate) 
XU = exit unit (immediate; confederate only) 
MV = move 
enu C (Orders to Force) PT = patrol (units with cavalry only) 
CD = change deployment mode \ 
SU = set urgency (combat immediate) CS = corps status (immediate) ee = 
‘CM = set contact mode (combat immediate) EX = exit menu B (immediate) \\\ \ ~ wee 
MV = move OC = order new corps (equivalent to giving ac a 
beat! 


\ 
= patrol (units with cavalry only) 
CD = change deployment 


EX = exit menu c (immediate) 









an EX order followed by an OC order) 
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the battle report would read. 


are distributed throughout the involved corps 


9.7 


force is destroyed (surrendered) 


9.8 


due to combat, it is destroyed. 


gains ‘4 of a fatigue point when its leader is killed. 


9.11 


their adjusted urgency as shown below: 


Adjusted Urgency 123 4 5 6 7 8 9 


| Fatigue Gained 1%#Az% 0% % % 1 

{ Thus commanders are advised to use urgency 5 unless they 
= ; are willing to suffer the additional fatigue. 
1 


10.0 DISPATCHES 


; Dispatches take two forms: the report and the order. During his 
Player Phase, a player will receive reports that were sent during 
previous Reconnaissance and/or Execution Phases. During the 


force would lose 1,800 (30,000 X .06) men. In this case, the winner 
actually lost only 3.6% or 3% of his force involved and that is what 


If the combat odds are either 1:15 or 15:1 then the weaker 


Ifa corps’ strength falls below 15% of its original strength 


9.9 When the Union 11th corps is eliminated it will reappear 
immediately at hex 20,18. When the Confederate 1th corps is 
eliminated it will reappear immediately at hex 1,7. Eliminated 
headquarter units will be assigned a random leadership value. 


9.10 Corps leaders may be lost due to combat. If a leader is 
killed, he is replaced by another leader with a semi-randomly 
assigned leadership and aggressiveness ratings. Lee and Meade 
may never be killed, unless their HQ corps is eliminated. A corps 








primary headquarters and the receiving corps 
orders are sent : 


at the time the 


9.6.3 Once the number of losses are determined, these losses 


11.0 CORPS MORALE 
FATIGUE O 


Corps morale represents the corps’ fati aah 

fight. When corps morale Peaches Pei the ae netiaas to 
ized. Demoralized corps suffer higher pastalera is demoral- 
demoralized corps is automatically given a caer combat. A 
Withdraw, an urgency of 1, and it loses all its act mode of 
immediate and combat immediate orders. Dem Peat non- 
may not be sent new contact mode or u ‘ oralized corps 


rgen ; 
sent they are purged from the orders ee ee hoGeatee ae 
e 


corps). The clearing of orders and the setti 
Withdraw for demoralized corps occu ing of contact mode 


‘ = rs only j 

or during the fatigue phase. Note: An army aves a combat 
stop a demoralized corps from withdrawing. Them mney not 
corps is equal to CORPS EFFECTIVENESS + FATIGUE LEVEL 


11.1 Fatigue is increased due to 

5 combat. For 
casualties suffered, the corps gains one fatigue pol eepReiel 
fatigue may be gained from lower casualties. Exam le: te 
losses + 1.5 fatigue points gained. a ase Ze 


Each side in combat may suffer additional fatigue from 


1.2 Corps in force march mode gain on i 
1 e fatigue poi 
we: gue point per 


11.3 Allcorps in rest mode or corps that have not expended 
any movement points lose 1 fatigue point. 


11.4 The gain of fatigue is tripled at night. Units normal 
marching at night gain one fatigue point. 


11.5 Each unit gains */ of a fatigue point when moving to or 
from a non-road hex. 


Order Receipt Phase, the corps will receive orders which were 


issued during previous Player Phases. 


10.1 


10.2 Reconnaissance reports and location reports are sent 
during each Reconnaissance Phase. They arrive during the 
friendly Player Phase of the same turn, adding one turn for each 
six hexes distance between the primary headquarters and the 


reporting corps. 


10.3 Activity reports are not dispatches but are intelligence 


estimates of current troop concentrations (derived from such 
things as sun glinting on metal, fires, shots, spies, etc.) For each 


occupied hex on the map there is a 16% chance that an activity 


report will be issued on it each turn. There is also the possibility 
of false reports. 


10.4 Orders are sent each turn during the friendly Player 
Phase and arrive during the Order Receipt Phase of the same 


turn, adding one turn for each six hex distance between the 


6 


Battle reports are sent during any Execution Phase in 
which a battle occurs. Battle reports arrive during the friendly 
Player Phase of the following turn, adding one turn for each six 
hexes distance between the primary headquarters and the battle. 


11.6 Each unit gains 1 fatigue point when crossing an 
unbridged river hexside. This is in addition to the fatigue gained 
through the provisions of Section 11.5. 


11.7 Non HO corps with 15 or more fatigue points are 
destroyed. 


12.0 ORDER TYPES 


There are three types of orders that may be given. . . immediate 
orders, combat immediate orders, and non-immediate orders. 
Immediate orders are orders which are executed during the 
orders phase such as rt (retreat), or any order from Menu A. Non- 
immediate orders are those which are entered into the dispatch, 
and, when they arive, they will eliminate any orders the receiving 
corps has been working on or had not yet started to execute. 
Non-immediate orders will also eliminate any movement points 
spent toward executing an action. Combat immediate orders are 
orders which are sent by dispatch. If the unit receiving the 
orders is in a ZOC at the time of receipt, then the orders are 
treated as immediate orders. If the corps is not in a ZOC, then the 
combat immediate orders are treated as non-immediate orders. 
It is important that the player understand that issuing orders 


n is much less efficient (and probably futile) than 
each tur dispatch with series of orders that will take many 
sending Gee ite: Also, note that reissuing orders to a corps 

1 oar orders phase after having returned to Menu A 
during ae the loss of the orders already issued to that corps 


Mee; once ifthe corps isin aZOCat the time of receipt, the 
executed ; ecute even those combat immediate orders which 
corps wil ae of the dispatch. This can cause a corps to assume 
are at hee when you only wanted it to stand after it had 
siargned executing its movement orders. 

ini y 


13.0 THE ORDERS 


layer may give orders which 1) do not go to the player's corps 
A Penick give information or decisions affecting the strategic 
Oe Meni 2) orders to the corps or 3) orders to a group of corps 
s , 

or ‘force’. 


13.1 Menu A: Strategic Orders 

from Ment Ben pee oes to the question “What 
are your orders, sir?”. The following is a list of possible answers 
to that question. 


13.1.1 LM: Look at Map 


4. The player is first asked “Hexon?” An answer of “Y” will cause 
the hex grid to appear with the map. Any other key will eliminate 
the hex grid. 


2, The player is then asked “What corner hex (X, Y)?” The 
response should be the x, y coordinates of the desired upper left 
hand corner hex inputed as two numbers separated by acomma. 
The x coordinate must be an integer number between 1 and 9; 
the y coordinate an integer between 1 and 13. 


3. The map is now displayed. The following is a key to the map: 


Gea, 


Road Mountain 


TERRAIN KEY 





Town 


River 


would hav 
Conga Moraiat aaa Et 2and the 1st Corps a morale of 2.8 (see 
Ad eevee eee CAV are the current number of infantry 
shale ' red in hundreds of men. GUNS is the numbe: 
Ronee ahead equivalent cannons the corps has 2S 
mpte, four six-pounde: oul a [ 
number ttt mses rs would be rated as a3. STR is the 
G is the current urg i 
Bency ratin: e my { 

current contact mode. & is t ie Pa a 
strength remaining 


4. The computer now asks “Do you wish to continue looking at 
the map (Y or N)?”. If the answer is yes, the computer repeats the 


routine from Step 2. If the answer is no, the computer returns to 
Menu A. 


13.1.2 SR: Status Report 


The computer will display the current status of all units in one 
turn dispatch distance (demoralized corps will be shown in 
inverse). The display might look like this: 


CORPS EFF FAT INF CAV GUNS STR URG &% 
1W 3.8 3 103 0 25 3 ig 50 
6A 5.2 0 125 0 102 11 5 100 
11S 8.0 0 0 4 0 0 1 100 


Under Corps is the Corps number and current contact mode; 
EFF is the Average Effectiveness Rating of the Corps and FAT is 
the amount of Fatigue suffered (the FAT is a truncated value). 
The Corps Morale is equal to the Average Effectiveness Rating 
+2-—Fatigue suffered. In the above example, the 6th Corps 


as 





ers, measured in hundreds of men 


he percentage of the corp’s original 


13.1.3 DC: Designate Commander 


This will redesi, 

gnate the second: arm 2 
computer will ask “What Corps colticdiefeaae-orecech be 
mander will instantly become the secondary a 


while the previous second ry army comma 
Pp Ss al 
" my comm, 


This corps com- 
rmy commander, 
nder will join the 


13.1.4 SG: Save Game 

This allows the players to save a game in progress, 
13.1.5 ET: End Turn 

This will end the current player turn, 


13.1.6 OC: Order Corps 


The player Sives orders to a specific corps (Menu B). If any non- 
immediate orders (see Menus B & C) are given and arrive on a 
turn in which previously given orders arrive, then the previously 
given orders are replaced by the new orders (Le., the last issued 
set of orders are the ones that count), The computer asks “Orders 
to Whom?”. When the answer (the corps to be given orders) is 
received, the computer transfers the player to Menu B. 


13.1.7 Order Force 


The first thing the computer does is find all corps eligible to be in 
the force and asks the player one by one if that corps is desired in 
the force. To be eligible, a corps must be within two hexes of its 
army HQ, unit. The computer will then ask “What march rate do 
you wish (R, N, F)?”. The answer will apply to the slowest corps in 
the force, while the march rate for each corps will be the slowest 
they can manage while traveling at the given speed. 
Example: A force of one cavalry corps and one infantry corps 
(the slowest) receive orders to march at force march rate. The 
entire force would have 4 MP's that turn which, for the infantry 
corps, would be force marching, but for the cavalry corps this is 
normal marching. Thus, part of the force may force march while 
another part normal marches, but they will all move with the 
same speed (Note: This ability to specify the march rate can be 
helpful in preventing a unit in the lead of a column from 
blocking the column by resting. The march mode forced upon 
the corps only lasts one turn). The computer now transfers the 
player to Menu C. As with OC, the last set of orders issued are the 
ones that are executed (Note: The defined force and march 




















speed last only one turn, though any orders given last as long as 


they normally would). 


13.1.8 LD: Look at Dispatches 


The turn’s dispatches will be shown to the player. 


13.2 Menu B: Orders to Corps 


Orders from Menu B are given in response to the question 
“ORDERS?” The following is a list of possible answers to the 
question. 


13.2.1 SU: Set Urgency 


This is a combat immediate command in which the player 
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ever thought your computer could be this exciting! 





